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Turn Your Computer into 
a Wacky Postcard Maker 


You’ve probably used your computer for a lot of different things. For 
work or homework. For organizing home business information. For 
games. Maybe even for creating other types of letters or cards. But 
you’ve probably never used your computer to create anything quite as 
wacky (and fun!) as the kinds of things you’ll create with 
POSTCARDS. 


POSTCARDS gives you everything you need to create your own 
original, far-out postcards. 


For starters, you get the craziest assortment of creative clip-art ever 
compiled. There’s a bikini-clad warthog. A platypus. A UFO. The 
Mona Lisa. Insects of all sizes and scariness. And scads more. 


Then, you get a wide array of postcard background scenes. Like a 
beach, farm, desert, cityscape—even a moonscape. So you can mix 
and match the most ridiculously unique combinations. 


Put a one-eyed, three-antennaed alien at a busy downtown penguin 
crossing. Or show a giant tarantula crawling out from behind an 
erupting volcano. There are thousands of improbable possibilities. 


Plus, POSTCARDS comes with catchy captions as well as clip-art 
alphabets—for writing your own. 


Best of all, there’s a built-in paint program— to let you conjure up your 
own crazy critters and bizarre backdrops. 


It only takes about five minutes to make your first postcard. Which 
means you can create quite a collection in no time at all. 


Send them to your friends. For birthdays, party invitations, or just to 
impress them with your newfound wit. 


Or keep your cards for yourself. Hang them on your walls. Filla 
scrapbook with them. Use them as bookmarks or impossible-to-ignore 
memos to yourself. 


Whatever you do with all the wacky postcards you make, they’re surc 
to get a laugh every time. And you’re sure to have a laugh and a half 
just making them. 


Put a Penguin on the Moon 
—or Elsewhere 


Your POSTCARDS disk is filled with all kinds of wacky images that 
you copy and paste onto postcard background scenes. There are 
animals, people, buildings, vehicles, foods, trees, signs—even letters 
and captions. 


You simply use your computer to copy the images you choose, then 
paste the images onto a background scene. For example, you could 
copy the penguin, then paste him on the moon. 


When all your images and words are exactly where you want them, 
print your postcard, cut it out, and glue it on card stock. Voila! A work 
of art. A funny cartoon. A great way to communicate! 


POSTCARDS Scenes 


Besides the moon, there are lots of other places to put a penguin. In 
fact, there are so many scenes to keep track of, you may need the 
following list to quickly get to the place you want. 


Commodore and Apple 


SCENE1 
SCENE2 
SCENE3 
SCENE4 
SCENES 
SCENE6 
SCENE7 
SCENE8 
SCENE9 
SCENE10 
SCENE11 
SCENE 12 


IBM and Tandy 


SCENE1 


SCENE2 


SCENE3 


SCENE4 


SCENES 


SCENE6 


Arctic 

Beach 
Cityscape 
Country Road 
Desert 

Farm 

Main Street 
Moonscape 
Mountains 
Volcano 
Blank (front) 
Blank (back - “Place Stamp Here”) 


Arctic (top) 
Beach (bottom) 


Cityscape (top) 
Country Road (bottom) 


Desert (top) 
Farm (bottom) 


Main Street (top) 
Moonscape (bottom) 


Mountains (top) 
Volcano (bottom) 


Blank Front (top) 
Blank Back - “Place Stamp Here” (bottom) 


Getting Ready 


Now that you’ve had an overview of what you’ll find on your 
POSTCARDS disk, you’re ready to load it into your computer so you 
can see it all for yourself. 


Please follow all the instructions for your particular computer system. 
These instructions first guide you through the loading process. Then— 
because everyone’s system is a little different—there’s an explanation 
of how to specify information for your particular set-up. 

Your POSTCARDS program disk is not copy-protected. Before you 
use the program, it's a good idea to make a back-up copy——just follow 
the instructions for copying a disk in your computer or DOS manual. 


After making a copy, put your original program disk in a safe place and 
use the back-up copy for everyday use. 


Loading the Apple II Series 
1. Insert the POSTCARDS disk in your disk drive, label side up. 
2. Plug a joystick into port 1. (Optional) 


Bs Turn on your computer. After a short wait the title and credit 
screens will appear. 


Setting Up All Apple Systems 
At the bottom of the credit screen, you’ll see the following instructions: 


Press RETURN to run the program or C to change your system 
set-up. 


The first time you use POSTCARDS (or any time you change your 
system) press C to enter information about your system. Once you 
enter the information it will be permanently stored on your program 
and you need not enter it again. 


The following is a list of questions you'll encounter. Apple IIc users: 
You'll only be required to answer the first, third, and fourth questions. 


The first question is: 
WHAT COMPUTER DO YOU HAVE? 


Type in the appropriate number. 


The second question is: 
WHAT SLOT IS YOUR PRINTER IN (1-7)? 


Type in the appropriate number. 


The third question is: 
DO YOU HAVE I OR 2 DISK DRIVES (1-2)? 


Type in the appropriate number. 


The fourth question is: 
WHAT TYPE OF PRINTER DO YOU HAVE? 


Type in the number that corresponds or is compatible with the printer 
you’re working with. 


The last question is: 


WHAT TYPE OF PRINTER INTERFACE CARD 
DO YOU HAVE? 


Type in the appropriate number. 


When all your information has been entered, the program will take you 
directly to the Paint Program screen. 


Loading the Commodore 64 


ile 
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3: 


4. 


Turn on your computer and disk drive. 
Insert the POSTCARDS disk in your disk drive, label side up. 
Plug a joystick into port 2. (Optional) 


Type LOAD “*”,8,1 and press RETURN. 


After a short wait the title and credit screens will appear. 


Loading the Commodore 128 


Ie 


tee 


3b 


4. 


3: 


Insert the disk in your disk drive, label side up. 

Plug a joystick into port 2. (Optional) 

Turn on your disk drive. 

Hold down the C= key while turning on your computer. 


Type LOAD “*”,8,1 and press RETURN. 


After a short wait the title and credit screens will appear. 


Setting Up All Commodore Systems 
At the bottom of the credit screen, you’ll see the following instructions. 


Press RETURN to run the program or C to change your system 
set-up. 

The first time you use POSTCARDS (or any time you change your 
hardware system) press C to enter information about your system. 
Once you enter the information it will be permanently stored on your 
program and you need not enter it again. 


The following is a list of questions you'll encounter. 


The first question is: 
DO YOU HAVE 1 OR 2 DISK DRIVES (1-2)? 


Type in the appropriate number and press RETURN. 


The second question is: 
WHAT TYPE OF PRINTER DO YOU HAVE? 
Type in the number that corresponds or is compatible with the printer 
you're working with and press RETURN. 
If you’re not using a Commodore printer, the last question is: 
WHICH PRINTER INTERFACE DO YOU HAVE? 
Type in the appropriate number and press RETURN. 


When all your information has been entered, the program will take you 
directly to the Paint Program screen. 


Loading the IBM PC, PCjr, Tandy 1000, 
and 100% Compatible Computers 


1. Insert your DOS disk in your disk drive, label side up. 
ee Turn on your computer. 


5h Plug a joystick into the right joystick port (or the left joystick 
port if using a Tandy 1000SX). (Optional) 


4. Press the RETURN key twice. 
A> will appear on the screen. 
5: Insert the POSTCARDS disk. 
6. Type POSTCARD and press RETURN. 


After a short wait the title and credit screens will appear, followed by 
the Paint Program. 


The Paint Program 


Your POSTCARDS program comes with a special Paint Program to 
make it easy for you to design, modify, and print your postcards. 


The Paint Program has commands that allow you to GET images and 
backgrounds, SAVE your work, and print it out (OUTPUT). 


You can DRAW your own pictures, ERASE mistakes, FILL in areas, 
even do detailed designs and touch-ups in ZOOM mode. 


There are COPY and PASTE commands for picking up and putting 
down images. And there’s a TEXT feature for creating your own 
greetings, captions, and messages. 


The Paint Program gives you two screens to work on. To go back and 
forth between the two screens, press 1 or 2 on the keyboard. It’s a good 
idea to use screen 1 for the background and screen 2 for your art file. 


All these commands are described in detail in this section. 


A Few Simple —But 
Essential —Commands 


Most of the Paint Program commands are available through the Paint 
Program MENU. But there are a few simple keyboard commands you 
need to know that are not listed on the MENU. 


IBM 
TANDY 
APPLE //+ APPLE COMMODORE 
ESC ESC RUN/STOP Takes you out of any 
command mode, which 
then allows you to 
choose another command. 
CONTROL +I TAB HOLD DOWN _ Speeds up or slows 
ARROW KEYS _— down cursor movement. 
1LJ,K,M ARROW TAP For fine-tuned cursor 
KEYS KEYS ARROW KEYS movement. 
H H H Flips your COPIED 
image horizontally 
when in PASTE mode. 
Vv Vv v Flips your COPIED 
image vertically 
when in PASTE mode. 
1 1 1 Takes you to SCREEN 1. 
2 2 2 Takes you to SCREEN 2. 


Joystick or Keyboard? 


The Paint Program gives you the option of using either a joystick or the 
keyboard. In this manual, it’s assumed that you’re using a joystick. So 
if you’re using the keyboard, press the spacebar when instructed to 
press the joystick button. 


NOTE for Apple //+ Users: 


Since the Apple //+ does not have arrow keys, use the I, J, K, and M 
keys as shown below to move up, down, right, or Icft. 


Button 1 


Button 0 


Two Button Joystick I,J,K, & M Keys 


One Disk Drive or Two? 


If you’re using one disk drive, you’ll have to swap your POSTCARDS 
disk with a work disk when you want to GET work pictures or to 
SAVE a picture. 


If you’re using two disk drives, insert your POSTCARDS disk in drive 
1 and a work disk in drive 2. Your POSTCARDS program always 


assumes your work disk is in drive 2. 
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The Paint Commands 
and How to Use Them 


Each command in the Paint Program is activated by pressing the first 
letter in the command name. 


When you finish using a command, Apple, IBM, and Tandy users 
should press ESC. Commodore users should press RUN/STOP. 


NOTE: The exact wording of on-screen messages shown in this 
manual may vary slightly from system to system. 


GET 


This command lets you GET the picture you wish to work on. You 
may GET a library picture from the POSTCARDS disk. Or you may 
GET a work picture you’ve saved on a work disk. Here’s how: 
Press G to activate the GET command. 

You'll see the following screen: 


GET A PICTURE 


Library picture 
Work picture 


(Type L or W) 


L stands for Library pictures. 
W stands for Work pictures. 
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Library pictures 


These are the pictures that come on the POSTCARDS disk. 


If you type L, you'll see a catalog of the library files on your 
POSTCARDS disk. Using the arrow keys, highlight the file name you 
want to select and press RETURN. 


NOTE: Apple users will find library files on both the label side and 
the other side (side B) of the diskette. 


Work pictures 


These are pictures you’ ve created yourself and saved on a separate 
work disk (see “SAVE,” page 13.) 


If you type W, you'll see a catalog of the work files on your work disk. 
If you’re working with one disk drive, you must first exchange the 
POSTCARDS disk for your work disk. If you’re working with two 
drives, make sure your work disk is in the second drive (see “SAVE,” 
Page 13.) 


Using the arrow keys, move the highlight to the file name you want and 
press RETURN. 


IBM and Tandy users: 


To see the part of the screen that’s not visible, press the up or down 
arrow keys. This will allow you to scroll to the other sections of the 
screen. The arrow(s) in the upper right corner of the screen tells you 
which direction the rest of the screen is. Sometimes, parts of the screen 
will be hidden in both directions. 
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SAVE 


This command lets you SAVE a picture you’re working with on a 
separate work disk, so you can continue creating and refining it at a 
later time. When you want to save a picture: 

Press S to activate the SAVE command. 

First, replace your POSTCARDS disk with a work disk if you are using 
only one drive. Put the work disk in drive two if you are using two 


drives. 


You’ll see a catalog of the file names of the pictures already saved to 
disk. 


Next, type in the name you want to give your picture (up to 8 
characters) and press RETURN. 


Apple and Commodore Users Only: 


If your work disk is not yet formatted, you’ll see the following screen 
when you press S: 


DISK ERROR 
Would you like to format this disk? (Type Y or N) 
Type Y (YES) to format your work disk. Then, type in the name you 


want to give your picture (up to 8 characters) and press RETURN. 


NOTE: When you format a disk, any information previously saved on 
it will be destroyed. 
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IBM and Tandy Users Only: 


If your disk is not yet formatted, you’ll see the following screen: 
Disk drive error while accessing drive PRESS A KEY 
To format a disk on your IBM or Tandy, reboot your system with your 


DOS disk. When A> appears, type FORMAT and press RETURN. 
Insert a new disk as instructed on-screen and press any key to format. 


NOTE: When you format a disk, any information previously saved on 
it will be destroyed. 


OUTPUT 


This command lets you print out whatever picture is currently on the 
screen. 


Press O to activate the OUTPUT command. 


IBM and Tandy users will see the following question. 
Do you want an extra line feed? (Type Y or N) 
Type in the appropriate letter. 
IBM, Tandy 1000, and 1000SX owners should answer N, and Tandy 
1000EX owners should answer Y. If your postcard printing is spaced 


incorrectly, SAVE the picture, reboot, and answer the above question 
with the other answer. 
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a 


You'll see the following screen: 


TURN PRINTER ON CHECK PRINTER SETUP 
PRESS ANY KEY OR PRESS ANY KEY 


Make sure there’s paper in your printer before you PRESS ANY KEY. 
As soon as you press a key, your printer will begin printing your 
picture. 


While you’re printing you won’t be able to access any other commands 
until your picture is completely printed or until you stop the printing 
process. 

To exit the OUTPUT command before beginning to print, Apple, IBM, 


and Tandy users should press ESC. Commodore users should press 
RUN/STOP. 


DRAW 


Once you begin putting personal touches in your postcards— creating 
your own scenes or art, or modifying existing ones—you’ll want to use 
the DRAW command. 

Press D to activate the DRAW command. 

A cursor will appear on the screen. 

Use your joystick to move the cursor around the screen. Once you’ve 
positioned it at the point where you wish to begin drawing, press the 
joystick button and use the joystick to draw. 


To stop drawing, just press the joystick button again. 
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Apple joystick users—Press joystick BUTTON 0 to start drawing, 
use the joystick to actually draw, and press BUTTON 1 to stop 
drawing. 


Apple keyboard users—Press the SPACEBAR to start drawing, use 
the arrow keys to actually draw, and press the RETURN key to stop 
drawing. 


IBM and Tandy keyboard users—Press the SPACEBAR to start 
drawing, use the arrow keys to actually draw, and press the 
SPACEBAR to stop drawing. 


The paint program also allows you to draw in five different point sizes. 
You can change the point sizes at any time while you are drawing. 


Apple and Commodore users—Change point sizes by pressing the 
numbers 1—5 (1 being the smallest) after you have activated the 
DRAW command. 

IBM and Tandy users—Change point sizes by pressing the RETURN 


key or BUTTON 1 on the joystick after you have activated the DRAW 
command. 


ERASE 


The ERASE command works very much like the DRAW command, 
except that, instead of adding fine lines, it takes them away. NOTE: 
Use the WIPE command to erase very large areas. (See “WIPE,” page 
26.) 

Press E to activate the ERASE command. 


A cursor will appear on the screen. 


Use your joystick to move the cursor around the screen. Once you’ve 
positioned it precisely on the line you wish to ERASE, press the 
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joystick button and use the joystick to ERASE. 
To stop erasing, just press the joystick button again. 


Apple joystick users—Press joystick BUTTON 0 to start erasing, use 
the joystick to actually erase, and press BUTTON 1 to stop erasing. 


Apple keyboard users—Press the SPACEBAR to start erasing, use 
the arrow keys to actually erase, and press the RETURN key to stop 
erasing. 

IBM and Tandy keyboard users—Press the SPACEBAR to start 
erasing, use the arrow keys to actually erase, and press the 


SPACEBAR to stop erasing. 


The paint program allows you to erase in five different eraser sizes. 
You can change the eraser size at any time while you are erasing. 


Apple and Commodore users—Change eraser sizes by pressing the 
numbers 1—5S (1 being the smallest) after you have activated the 
ERASE command. 

IBM and Tandy users—Change eraser sizes by pressing the 


RETURN key or BUTTON I on the joystick after you have activated 
the ERASE command. 


LINES 


If you want to make a straight line, let the paint program help you— 
with the LINES command. 


Press L to activate the LINES command. 
A cursor will appear on the screen. 


Use your joystick to move the cursor around the screen. 
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Once you’ ve positioned the cursor at the point where you want to begin 
your line, press the joystick button. Move your joystick to move the 
line around the screen. This is called a “rubber-band” effect. 


Select the point where you want the line to end by pressing the joystick 
button again. There’s your line! 


To draw another, just repeat the process. 


Apple joystick users—Press joystick BUTTON 0 to set the beginning 
and ending points of the line. Press joystick BUTTON 1 to stop 
drawing lines so you may reposition the cursor. 


Apple keyboard users—Press the SPACEBAR to set the beginning 
and ending points of the line. Use the arrow keys to actually draw the 
line. Press the RETURN key to stop drawing lines so you may 
reposition the cursor. 


IBM and Tandy keyboard users—Press the SPACEBAR to set the 
beginning point of the line, the arrow keys to actually draw the line, 
and the RETURN key to stop drawing the line. 

IBM and Tandy joystick users—Press joystick BUTTON 0 to set the 


beginning point of the line, the arrow keys to actually draw the line, 
and joystick BUTTON 1 to stop drawing the line. 


FILL 


Using the FILL command is like painting an area with pattemed paint. 
Your POSTCARDS program gives you several patterns to FILL an area 
with. 


Press F to activate the FILL command. 


A cursor will appear on the screen. 
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To cycle through your pattern selections, visible at the bottom of the 
menu command strip for Apple and Commodore users, and at the right 
of the menu command strip for IBM and Tandy users, press the key 
indicated for your particular computer system after you have activated 
the FILL command. 


Apple //; RETURN 
IBM and Tandy: RETURN 
Commodore 64/128: F1 


The pattern visible in the window will be the one you'll FILL an area 
with. 

Use your joystick to position the cursor inside the area you want to fill 
and press the joystick button. If the area you wanted to fill did not get 
completely filled the first time, move the cursor to the remaining 
portion(s) of the area and press the joystick button again. 

To FILL another area, just move the cursor to the new area and press 


the joystick button again. 


NOTE: The area you are filling must be completely contained by 
lines; otherwise, your fill pattern will spill out into the rest of the page. 


ZOOM 


When you want to do detailed drawings or touch-ups in small areas of 
your picture, use the ZOOM command. 


Press Z to activate the ZOOM command. 
A rectangle will appear on your screen. 


Use your joystick to move the rectangle to the area you want to ZOOM 
in on and press the joystick button. 
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The enlarged rectangle on the screen reveals a grid of rectangular 
boxes. These boxes are called pixels, the smallest components in 
computer graphics. 


Drawing in ZOOM mode is different from drawing in DRAW mode 
because you cannot draw a continuous line. Instead, you must “fill in” 
each pixel one ata time. To do this, position the cursor on the pixel 
you wish to “draw” on and press the joystick button. If your cursor is 
on a white pixel when you press the joystick button, the pixel will turn 
black. If it’s on a black pixel when you press the joystick button, the 
pixel will turn white. 


Apple users: Use the keyboard only to “draw” in ZOOM mode. Use 
the arrow keys to move the blinking cursor in the rectangular grid. 
Press the SPACEBAR to turn a pixel black. Press the RETURN key 
to turn a pixel white. 


IBM and Tandy users: Use the arrow keys to move the cursor in the 
rectangular grid. Press the SPACEBAR to change the color of a pixel 
from white to black, and from black to white. 

While you’re “drawing” in the ZOOM mode you'll be able to see the 


results of your work on the normal screen, so that you can easily alter 
your ZOOM work if you’re not getting the desired results. 


COPY 


The COPY command allows you to “pick up” an image and store it in 
the computer’s memory. Then, using the PASTE command, you can 
place that image onto a postcard background. 


Press C to activate the COPY command. 
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For Apple and Commodore users: 


Once you press C, you'll see two perpendicular lines. 


Use your joystick to position the corner of the perpendicular lines 
above the upper lefthand comer of the image you want to copy. 


Once the lines are in place, press the joystick button. Pull down and to 
the right on the joystick to form a box around the area you want to copy 
and press the joystick button again. 


The image you’re copying is now stored in memory, ready to be 
PASTED down anywhere on either of your two screens. 


For IBM and Tandy users: 


Once you press C, you'll see the following message: 
Copy Box or Scissors? Type B or S 


To draw a box around the image, press B. Then use your joystick to 
position the cursor just above the upper lefthand comer of the image 
you want to copy and press the joystick BUTTON 0. Pull down and 
to the right on the joystick to form the box and press the joystick 
BUTTON 1. 


To “trace around” the image, press S. Use the arrow keys to position 
the cursor anywhere around the perimeter of the image and press the 
SPACEBAR. Again using the arrow keys, trace around the entire 
image, making sure that you’ve formed a continuous line. When you 
have intersected the beginning of your trace, press the RETURN key. 


The image you’re copying is now stored in memory, ready to be 
PASTED down anywhere on either of your two screens. 
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PASTE 


The PASTE command allows you to PASTE down a picture you’ ve 
copied (see “COPY,” page 20). 


To PASTE a picture, you must first COPY a picture. Then go to the 
screen on which you wish to PASTE the picture by pressing either 1 or 
2 on the keyboard. (See “A Few Simple — But Essential — 
Commands,” page 9.) 

Press P to activate the PASTE command. 

FLIP before you PASTE 


The Paint Program gives you the opportunity to FLIP an image before 
you paste it, if you like. 


You can FLIP an image vertically, turning it upside down. Or you can 
FLIP an image horizontally, making it face right instead of left or vice 
versa. 

Press V to flip vertically. 

Press H to flip horizontally. 

REMEMBER: Always FLIP before you PASTE. 


NOTE: IBM and Tandy users can use FLIP only if they COPIED their 
image in Box mode. 
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To PASTE using a Commodore: 


Once you’ ve pressed P, you’ll see the image you’ve COPIED inside a 
rectangular box. 


There are three ways that you can paste down your image. They are: 


Normal mode—The entire rectangular box, including the copied 
image, is pasted. You cannot see through the rectangular box. 


Transparent mode—Only the copied image is pasted. This is like 
placing a clear sticker over another image. 


Masked mode—Like transparent mode, only the copied image is 
pasted. However, unlike transparent mode, this is like placing a solid 
sticker over another image. 


To move the box in normal mode, press N. 

To move the box in transparent mode, press T. 

To move the box in masked mode, press M. 

Once you’ ve selected the mode you want, use the joystick to position 
the image. Then press the joystick button or SPACEBAR to actually 
PASTE the picture in place. 

You can continue PASTING the same picture by moving the joystick 


and pasting in whichever mode you choose. 


NOTE: Normal mode is recommended when you are placing an image 
on a blank area. Transparent mode is recommended when you want to 
see through an area—like through a window. Masked mode is 
recommended in most cases because it allows you to place an image on 
a scene without blocking out the background. 
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To PASTE using an Apple: 


Once you’ ve pressed P, you’ll see the image you’ve COPIED inside a 
rectangular box. Use the joystick or the arrow keys to position the 
image where you want to PASTE it. 


There are three ways that you can paste down your image. They are: 


Normal mode—The entire rectangular box, including the copied 
image, is pasted. You cannot see through the rectangular box. 


Transparent mode—Only the copied image is pasted. This is like 
placing a clear sticker over another image. 


Masked mode—Like transparent mode, only the copied image is 
pasted. However, unlike transparent mode, this is like placing a solid 
sticker over another image. 


To paste in Normal mode, press the SPACEBAR or joystick 
BUTTON 0. 


To paste in Transparent mode, press T. 
To paste in Masked mode, press Z. 
You can continue PASTING the same picture by moving the joystick 


and pasting in whichever mode you choose. 


NOTE: Normal mode is recommended when you are placing an image 
ona blank area. Transparent mode is recommended when you want to 
see through an area—like through a window. Masked mode is recom- 
mended in most cases because it allows you to place an image on a 
scene without blocking out the background. 
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To PASTE using an IBM or Tandy: 


Once you’ ve pressed P, you’ll see the image you’ve COPIED inside a 
rectangular box (if you COPIED in Box mode) or inside the scissors- 
cut you used to COPY. 


Use the joystick or the arrow keys to position the image. 
There are two ways that you can paste down your image. They are: 


Normal mode—The entire box or scissors-cut, including the copied 
image, is pasted. You cannot see through the box or the scissors-cut. 


Transparent mode—Only the copied image is pasted. This is like 
placing a clear sticker over another image. 


To paste in Normal mode, press the RETURN key or BUTTON 1 on 
the joystick. 


To paste in Transparent mode, press T. 


You can continue PASTING the same picture by moving the joystick 
and pasting in whichever mode you choose. 


NOTE: Normal mode is recommended when you are placing an image 
on a blank area. Transparent mode should be used to place an image on 
a background that already includes artwork so that you don’t block out 
part of the artwork. 
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TEXT 


Use the TEXT command to add greetings or captions to your postcards. 
Press T to activate the TEXT command. 
A cursor will appear on the screen. 


Use the arrow keys only to move the cursor to the point where you 
want to begin your text. Then use the keyboard to type. 


If you make a mistake, use your BACKSPACE or DELETE key to go 
back and redo your text. 


When you press RETURN, your text cursor will return to the margin 


you originally established. To begin a line at a different point, use the 
arrow keys again to position the cursor. 


WIPE 


You’ve already seen how to use ERASE to get rid of small to medium 
size lines and mistakes. But there will be times when you want to 
WIPE out a big area, even an entire page. This is when you’ll need the 
WIPE command. 
Press W to activate the WIPE command. 
You’ ll see the following screen: 

WIPE ALL OR SOME (Type A or S). 


If you press A, you’ll wipe out the entire page. 


If you press S, Apple and Commodore users will see two perpendicu- 
lar lines. IBM and Tandy users will see a pointer. 
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Use your joystick to position the comer of the perpendicular lines or 
the pointer just above the upper lefthand corner of the image you want 
to wipe. 


Once the lines or pointer are in place, press the joystick button. IBM 
and Tandy users should press BUTTON 0. 


Pull down and to the right on the joystick to form a box around the area 
you’re going to WIPE and press the joystick button again. IBM and 


Tandy users should press BUTTON 1. The boxed-in area will 
disappear. 


UNDO 


When you first start designing your postcards—and even after you’ ve 
become quite experienced—there will be instances when you say to 
yourself, “Oh, no. That’s not really what I wanted to do.” UNDO to 
the rescue. 

UNDO will undo everything you’ve done in the previous command. 


Press U to activate the UNDO command. 


MENU 


This command is for Apple and Commodore users only. 
There will be times when you want to remove the menu to get a better 
look at the entire screen. There will also be times when you want to 


bring the menu back to view your command selections. 


In both cases, press M to activate the MENU command. 
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Creating Your Own 
Wacky Postcards 


Now that you have an understanding of what’s in the POSTCARDS 
files and how to use the Paint Program, you’re ready to make your own 
postcards. 


The step-by-step instructions in the following section show you how to 
create your first postcard—a birthday version. 


As you run through the steps, the commands you need to use are shown 
in bold type, so that you’ll know when you necd to access the Paint 
Program menu. If you forget exactly how to use one of these 
commands, please go back and review the appropriate section. 


Six Easy Steps to Making a Postcard 
1, Pick Out the Scene 
Press 1 to make sure you’re in screen 1 and GET the SCENE2 
file (the beach). IBM and Tandy users GET the SCENE] file 
(use the down arrow to find the beach at the bottom of the page). 
in Pick Out the Art 
Go to screen 2 by pressing 2, then GET the PEOPLES file (side 
B for Apple users). IBM and Tandy users GET the PEOPLE2 
file. 
COPY the guy in the Hawaiian shirt—or any other image—to 


put on your postcard. IBM and Tandy users should select the 
Box copy mode. 
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Place the Art 


Press 1 to go back to the beach scene. Using the PASTE 
command, position your guy in the Hawaiian shirt in the bottom 
right corner of the beach and do a Transparent PASTE. 


Pick Out a Message 

Press 2 to return to screen 2 and GET the PHRASES [file (side 
B for Apple users). IBM and Tandy users should GET the 
ALPHABET file. COPY and PASTE the words “HAPPY 
BIRTHDAY” as described in steps 2 and 3 above. 

Print 

Just press O (for OUTPUT), then press any key. 

Cut and Glue to Card Stock 

Loosely cut out your postcard and glue it to the card stock. 


When the glue has dried, trim the card stock, if necessary, to 
“fit” your printed card. 
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Some Silly Samples 


Wish they all - tA 
could be California girls... 


| only have flies for you. 
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I'ma stranger 
here myself. 


We're the first penguin family on the moon. 
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We finally found our dream house. 
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If the sharks don’t get you, 
the gators will. ‘ 


Come on over 
for a quick bite. 


You're not the only 
extinct thing around 
here. 


; Happy Birthday, anyway! 
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Some Cracked Captions for Everyday Use 


One thing about the clip-art in POSTCARDS—it's funny just about any 
way you look at it, and no matter what you say along with it. 


With a lot of your postcard creations, you'll know just what message 
you want to send before you put fingers to keyboard. But for those 
times when words fail you, here's a bunch of punchy captions that will 
work on a variety of postcards. 


¢ I don't know these people... 


¢ It's about time! 


Not again! 


What am I doing here? 


Wait for me. 


Let the good times roll. 


I'm getting cold feet. 


The happy couple. 


We're just one big happy family. 


How do I look? 


Here comes the bride. 


There's no turning back now. 


Out of order. 
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Hints and Tips 


Ways to Use Your Postcards 


There are a lot of different things you can do with your postcards once 
you make them 


The first—and most obvious, of course—is to use them as postcards. 
Send them to your friends. Send them to your relatives. Your 
teachers. Your boss. Anyone. 


Instead of Cards 


Postcards can also be sent instead of conventional cards for many 
different occasions. Here are just a few: 


Birthdays 
Invitations 
Thank-You’s 
Congratulations 
Valentine’s Day 
Halloween 
Thanksgiving 
Graduation 
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Just for Fun 


You don’t always have to send postcards to have fun with them. Here 
are a few ideas for other ways to use them. 


As name tags or place cards for a party. 

As madcap memos. 

As notices—to stick on a bulletin board. 

As reminders—to stick on your refrigerator. 
Create a scrapbook with them. 

Decorate an office or bedroom wall with them. 
As bookmarks. 

Frame them. 


Use them instead of gift tags. 
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ERROR Messages 


Once in a while, you'll probably run into an ERROR message. It's 
nothing to worry about. It's just a warning that you made a typing error 
or skipped a step. 


The following is a list of ERROR messages you may encounter with a 
description of what to do about them. 


FILE NOT FOUND—Check spelling of file or change disks. 


DISK ERROR—Type Y to format the disk in your disk drive, but 
remember—formatting a disk erases all the information it contains. If 
you don't want to format the disk, type N and replace it with a different 
disk. 


DEVICE NOT PRESENT—Make sure your second drive is turned on 
and properly connected. 
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ACTIVISION LIMITED 90-DAY WARRANTY 


Activision, Inc. warrants to the original consumer purchaser of this computer software prod- 
uct that the recording medium on which the software programs are recorded will be free from 
defects in material and workmanship for 90 days from the date of purchase. If the recording 
medium is found defective within 90 days of original purchase, Activision agrees to replace, 
free of charge, any product discovered to be defective within such period upon receipt at its 
Factory Service Center of the product, postage paid, with proof of date of purchase. 


This warranty is limited to the recording medium containing the software program originally 
provided by Activision and is not applicable to normal wear and tear. This warranty shall not 
be applicable and shall be void if the defect has arisen through abuse, mistreatment, or 
neglect Any implied warranties applicable to this product are limited to the 90-day period 
described above. If the recording medium should fail after the original 90-day warranty 
period has expired, you may return the software program to Activision, Inc. at the address 
noted below with a check or money order for $7.50 (U.S. currency), which includes postage 
and handling, and Activision will mail a replacement to you. To receive a replacement, you 
shoukl enclose the defective medium (including the original product label) in protective 
packaging accompanied by: (1) a $7.50 check, (2) a brief statement describing the defect, and 
(3) your return address. EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN 
LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS 
OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY OR FITNESS 
FOR A PARTICULAR PURPOSE, AND NO OTHER REPRESENTATION OR CLAIMS 
OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE ACTIVISION. IN NO 
EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL, OR CONSE- 
QUENTIAL DAMAGE RESULTING FROM POSSESSION, USE OR MALFUNCTION OF 
THIS PRODUCT, INCLUDING DAMAGE TO PROPERTY AND, TO THE EXTENT 
PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURY, EVEN IF ACTIVISION 
HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 


SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATIONS OF INCIDENTAL 
OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLU- 
SION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRAN- 
TY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS 
WHICH VARY FROM STATE TO STATE. 


RETURNS 


U.P.S. or registered mail is recommended for retums. For the best service, please be 

sure to— 

1. Send the diskette or cartridge only. 

2. Wnite the name of the product and type of computer system you have on the front of 
the package. 

3. Enclose your retum address, typed or printed clearly, inside the package. 


Send to: 
WARRANTY REPLACEMENTS 
Product Support 
Activision, Inc. 
2350 Bayshore Parkway 
Mountain View, CA 94043 


ACTIVISION. 
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